Pengaruh Latihan Dengan Virtual Reality Untuk Keseimbangan Dinamis Pada Lanjut Usia by Eny Zulikha, Nora & , Umi Budi Rahayu, S.Fis., Ftr., M.Kes
 
 
 
 
DAFTAR PUSTAKA 
 
Alhasan, H., Hood, V., & Mainwaring, F. (2017). The Effect Of Visual 
Biofeedback On Balance In Elderly Population: A systematic review. 
Clinical Interventions in Aging, 12, 487–497. 
https://doi.org/10.2147/CIA.S127023 
 
Ayu, A. D., & Warsito, B. E. (2012). Pemberian Intervensi Senam Lansia pada 
Lansia Denan Nyeri Lutut. Jurnal Nursing Studies, 1(1), 60–65. Retrieved 
from http://ejournal-s1.undip.ac.id/index.php/jnursing 
 
Bahar, Y. N. (2014). Aplikasi Teknologi Virutal Reality Bagi Pelestarian 
Bangunan Arsitektur. Jurnal Desain Konstruksi, 13(2), 34–45. 
 
Barlow, R. (2017). Proprioception In Dance: A Comparative Review Of 
Understandings And Approaches To Research#. Research in Dance 
Education, 19(1), 39–56. https://doi.org/10.1080/14647893.2017.1354837 
 
Berencsi, A., Ishihara, M., & Imanaka, K. (2005). The Functional Role Of Central 
And Peripheral Vision In The Control Of Posture. Human Movement 
Science, 24(5–6), 689–709. https://doi.org/10.1016/j.humov.2005.10.014 
 
Cangussu, L. M., Nahas, J. N., Nahas, E. A. P., Barral, A. B. C. R., Buttros, D. de 
A., & Uemura, G. (2012). Evaluation Of Postural Balance In 
Postmenopausal Women And Its Relationship With Bone Mineral Density - 
A Cross Sectional Study. BMC Musculoskeletal Disorders, 13(1), 2. 
https://doi.org/10.1186/1471-2474-13-2 
 
Carmeli, E. (2017). Physical Therapy for Neurological Conditions in Geriatric 
Populations. Frontiers in Public Health, 5(December), 1–6. 
https://doi.org/10.3389/fpubh.2017.00333 
 
Chiarovano, E., Waele, C. de, MacDougall, H. G., Rogers, S. J., Burgess, A. M., 
& Curthoys, I. S. (2015). Maintaining Balance When Looking At A Virtual 
Reality Three-Dimensional Display Of A Field Of Moving Dots Or At A 
Virtual Reality Scene. Frontiers in Neurology, 6(JUL), 1–9. 
https://doi.org/10.3389/fneur.2015.00164 
 
Chiba, R., Takakusaki, K., Ota, J., Yozu, A., & Haga, N. (2016). Human Upright 
Posture Control Models Based On Multisensory Inputs; In Fast And Slow 
Dynamics. Neuroscience Research, 104, 96–104. 
https://doi.org/10.1016/j.neures.2015.12.002 
 
Cho, G. H., Hwangbo, G., & Shin, H. S. (2014). The Effects of Virtual Reality-
Based Balance Training on Balance of the Elderly. Journal of Physical 
 
 
 
 
Therapy Science, 26(4), 615–617. https://doi.org/10.1589/jpts.26.615 
 
Deliagina, T. G., Zelenin, P. V., & Orlovsky, G. N. (2012). Physiological And 
Circuit Mechanisms Of Postural Control. Current Opinion in Neurobiology, 
22(4), 646–652. https://doi.org/10.1016/j.conb.2012.03.002 
 
Deniro, A. J. N., Sulistiawati, N. N., & Widajanti, N. (2017). Hubungan antara 
Usia dan Aktivitas Sehari-Hari dengan Risiko Jatuh Pasien Instalasi Rawat 
Jalan Geriatri The Relationship between Age and Activity of Daily Living 
with, 4(4), 199–203. 
 
Guerraz, M., & Bronstein, A. M. (2008). Ocular Versus Extraocular Control Of 
Posture And Equilibrium. Neurophysiologie Clinique, 38(6), 391–398. 
https://doi.org/10.1016/j.neucli.2008.09.007 
 
Hain, T. C., & Helminski, J. O. (2014). Anatomy And Physiology Of The Normal 
Vestibular System | Vestibular Rehabilitation | F.A. Davis PT Collection | 
McGraw-Hill Medical. Vestibular Rehabilitation, 2–18. Retrieved from 
http://fadavispt.mhmedical.com/content.aspx?bookid=1878&sectionid=1409
95318 
 
Halarnkar, P., Shah, S., Shah, H., Shah, H., & Shah, A. (2012). A Review on 
Virtual Reality. International Journal of Computer Science Issues, 9(6), 325–
330. 
 
Horak, F. (2010). Encyclopedia of Neuroscience. Encyclopedia of Neuroscience, 
(January 2009). https://doi.org/10.1016/C2009-1-03742-3 
 
Karayannidou, A. (2009). Nervous Mechanisms of Postural Control. 
 
Karunia, N. luh P. G., Wibawa, A., & Adiputra, L. M. I. S. H. (2015). Correlation 
Body Mas Index ( Bmi ) With Static Balance Of Students In Medical Faculty 
Udayana University, 2, 29–33. 
 
Khan, S., & Chang, R. (2013). Anatomy of The Vestibular System: A review. 
NeuroRehabilitation, 32(3), 437–443. https://doi.org/10.3233/NRE-130866 
 
Mao, Y., Chen, P., Li, L., & Huang, D. (2014). Virtual Reality Training Improves 
Balance Function. Neural Regeneration Research, 9(17), 1628–1634. 
https://doi.org/10.4103/1673-5374.141795 
 
Mekayanti, A., Indrayanti, & Dewi, K. (2015). Optimalisasi Kelenturan ( 
Flexibelity ), Keseimbangan ( Balance ), dan Kekuatan ( Strength ) Tubuh 
Manusia Secara Instan dengan Menggunakan, (2000), 40–50. 
 
Munawwarah, M., & Nindya, P. (2015). Pemberian Latihan Pada Lansia Dapat 
 
 
 
 
Meningkatkan. Fakultas Fisioterapi Universitas Esa Unggul, 15(April). 
 
Nicholson, V. P., McKean, M., Lowe, J., Fawcett, C., & Burkett, B. (2015). Six 
Weeks Of Unsupervised Nintendo Wii Fit Gaming Is Effective At Improving 
Balance In Independent Older Adults. Journal of Aging and Physical 
Activity, 23(1), 153–158. https://doi.org/10.1123/JAPA.2013-0148 
 
Nugraha, M. H. S., Wahyuni, N., & Muliarta, I. M. (2016). Pelatihan 12 Balance 
Exercise Lebih Meningkatkan Keseimbangan Dinamis Daripada Balance 
Strategy Exercise Pada Lansia Di Banjar Bumi Shanti, Desa Dauh Puri 
Kelod, Kecamatan Denpasar Barat. Majalah Ilmiah Fisioterapi Indonesia 
(MIFI), 002(Vol 1, No 1 (2016)). Retrieved from 
http://ojs.unud.ac.id/index.php/mifi/article/view/18382 
 
Nugrahani. (2014). Latihan Jalan Tandem Lebih Baik Daripada Latihan Dengan 
Menggunakan Swiss Ball Terhadap Peningkatan Keseimbangan Untuk 
Mengurangi Resiko Jatuh Pada Lanjut Usia (Lansia). Jurnal Fisioterapi, 14, 
87–96. https://doi.org/10.177/0145445503259828 
 
Nursalam, Indarwati, R., & Kristi, M. C. (2017). Berg Balance Test (BBT) dan 
Time Up and Go Test (TUGT) sebagai Indikator Prediksi Jatuh Lansia. 
Jurnal Ners, 3(2). 
 
Oliveira, J. A. de, Guaratto, T. F., Bacha, M. R. J., Evangelista, R. A. G. T., 
Bocalini, D. S., Greve, J. M. D., & Alonso, A. C. (2017). Virtual Reality In 
The Rehabilitation Of The Balance In The Elderly. Posturology & 
Rehabilitation Journal, (January). 
https://doi.org/10.17784/mtprehabjournal.2017.15.481 
 
Picone, E. N. (2013). The timed up and go test. American Journal of Nursing, 
113(3), 56–59. https://doi.org/10.1097/01.NAJ.0000427881.33418.cb 
 
Prasetyo, A., & Indardi, N. (2015). Pengaruh Senam Sehat Indonesia terhadap 
keseimbangan tubuh lansia di kabupaten Sragen. Journal of Sport Sciences 
and Fitness, 4(1), 28–31. 
 
Putra, G. A., Kridalukmana, R., & Martono, K. T. (2017). Pembuatan Simulasi 
3D Virtual Reality Berbasis Android Sebagai Alat Bantu Terapi Acrophobia. 
Jurnal Teknologi Dan Sistem Komputer, 5(1), 29. 
https://doi.org/10.14710/jtsiskom.5.1.2017.29-36 
 
Sagala, R. (2017). Jurnal Ilmiah Kohesi Vol. 1 No. 2 Juli 2017. Ilmiah Kohesi, 
1(2), 163–174. https://doi.org/10.1109/ICC.1999.768001 
 
Sari, S. (2013). Peranan Gender Dalam Mempertahankan Pada Mahasiswa Stkip 
Pgri Pontianak. Jurnal Pendidikan Olahraga, 2, 195–203. 
 
 
 
 
 
Shaffer, S. W., & Harrison, A. L. (2007). Aging Of The Somatosensory System: 
A Transional Perspective. Physicaltherapy, 193–207. 
https://doi.org/10.2522/ptj.20060083 
 
Singh, D. K. A., Rajaratnam, B. S., Palaniswamy, V., Pearson, H., Raman, V. P., 
& Bong, P. S. (2012). Participating In A Virtual Reality Balance Exercise 
Program Can Reduce Risk And Fear Of Falls. Maturitas, 73(3), 239–243. 
https://doi.org/10.1016/j.maturitas.2012.07.011 
 
Supriyono, E. (2015). Aktifitas Fisik Keseimbangan Guna Mengurangi Resiko 
Jatuh Pada Lansia. Jurnal Olahraga Prestasi, 11(2), 91–101. 
 
Uchiyama, M., & Demura, S. (2009). The Role Of Eye Movement In Upright 
Postural Control, 21–27. https://doi.org/10.1007/s11332-009-0072-z 
 
Wijayanti. (2008). Hubungan Kondisi Fisik RTT Lansia Terhadap Konsisi Sosial 
Lansia di RW 03 RT 05 Kelurahan Tegalsari, Kecamatan Candisari. Jurnal 
Enclosure, Vol. 7(1), 38–49. 
